bring the concept of 'choice poetics' to bear on the question of videogame storytelling. Developed as support for a system for algorithmically generating interactive narrative choices, the adaptation of this vocabulary for critical appraisal of such choices represents a fruitful crossing between disciplines. Choice poetics consists of four steps: goal analysis, likelihood analysis, prospective analysis and retrospective analysis. Having described the method, the authors turn to two case studies taken from Undertale and Papers, Please. Each case represents a return by players to a decision framework which, through repetition, is formally similar but nevertheless poetically distinct.
Mawhorter et al. demonstrate the utility of choice poetics through using the four steps to rigorously characterise how difference and repetition work in these choices. Novitz (2018) explores the resonances, often noted by critics, between the videogame Deadly Premonition and the television show Twin Peaks. Both texts generate uncanny imagery and affect through storytelling techniques that invoke and subvert genre conventions, invoking tropes and states such as possession, twinned or mirrored characters, potentially animate objects and mystery narratives. Deadly Premonition expands the uncanny emphasis on the player-avatar relationship common to survival horror into many aspects of its design. Reading in this way allows Novitz to investigate gameplay itself as a storytelling strategy.
Koenitz (2018) provides a focused analysis of early influential research on the ontology of interactive narrative, identifying what he terms a 'foundational canon'. Many of these texts rely on different definitions of narrative, each of which necessarily influences its discussion of narrative in interactive texts. Rather than proposing another definition, Koenitz conducts a mapping of this foundational work, placing key texts on two axes: media specificity and user agency. The resulting framework and discussion are valuable both for specialists looking to take stock of the infrastructure of contemporary debates on interactive narrative, and those newer to the field who are interested in orienting their ideas in relation to existing positions.
Discussions of 'immersion' are very common in relation to videogames, but Kocurek's (2018) discussion of the topic begins from a distinctive intellectual touchstone: Walter Benjamin's essay "The Storyteller". While contemporary action games pursue immersion through overstimulating players' sensory and cognitive capabilities, for Benjamin storytelling immerses us in the communication of experience and 'counsel'. Kocurek locates this form of storytelling in the rise of contemporary independent games, such as Depression Quest and I Get This Call Every Day which can be situated not only within videogame canons, but also in 'the broader cultural web of storytelling'.
Finally, Backe (2018) explores Machine Games' Wolfenstein II: The New Colossus through Bakhtin's notions of the carnivalesque and grotesque along with Haraway's cyborg. The game recapitulates the anti-fascist aesthetics of preceding Wolfenstein games, but in shifting its setting to an alternate reality mid-century United States, intensifies the politics of resistance with intersectional dynamics including themes of race, ability and gender. For Backe, the game's carnivalesque aesthetics and scenes are storytelling techniques that allow it to explore the subversive potentials of the cyborg that are inherent in, but disavowed by, gaming's technological assemblages.
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